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> > 

COURSE > > Proceed W by NW, 2-9-0 degrees. 

ULTIMATE DESTINATION > > Cuba 

ROUTE > > Usual evasive track through Reykjanes 
Ridge. Head west past the north cape of United State’s 
imperialist puppet state, Norway. Proceed to usual south¬ 
west massing point (same point used for North American 
nuclear attack simulations) and turn towards open Atlantic. 
Maneuver per standard procedures. 

SEA TRIALS > > You are to push RED OCTOBER 
to her limits. Every element of RO’s design must be 
tested and evaluated, especially the Caterpillar Drive. 

STRATEGY > > To thoroughly evaluate the RO and 
the Caterpillar Drive, you must elude all naval vessels 
from all nations (friend and foe alike). This evasion must 
be treated with utmost seriousness by the entire crew. 

Naturally, United States and NATO naval patrols 
will try and trace your every move. The Soviet navy will 
also engage in a major exercise to find and follow the Red 
October. 

COMMUNICATION > > This is a clandestine 
mission. Strict communication silence must be main¬ 
tained to avoid being tracked by United States or Soviet 
sensors. 

BACKGROUND > > Some improvisation in navi¬ 
gation may be necessary in order to avoid detection. You 
are hereby officially notified that such improvisation 
is permissible for this mission. 






Upon crossing the Atlantic, you will skirt down the 
North American seaboard from Virginia, south to Cuba. If 
you are successful, you will be the First Soviet sub to arrive 
at the secret sub base which is under construction near 
Cuba’s Santa Cruz del Sur in the Golfo de Guacanayabo. 

A submarine replenishment vessel will rendezvous with 
you there. The exact rendezvous coordinates are in the 
boat’s computer (priority access-key sequence). 

A week of rest and relaxation awaits you on the most 
beautiful beaches of Cuba. Shore leave will not take 
place, however, if your trek to Cuba is discovered. We 
presume this discovery will not occur. When the shore 
leave is complete, follow the same Sea Trials and Strategy 
on your return trip. 

CLOSING > > Every time a Soviet vessel puts to sea, 
it is protecting the sovereignty of our beloved socialist 
homeland. This is the most important naval techno¬ 
logical test we have ever undertaken. The Caterpillar 
Dnve should allow us to move through the world’s waters 
with complete stealth—avoiding the aggressive sensor 
devices deployed by the West. We will at last have naval 
superiority! 

And to the Red October’s crew: do your duty. There 
are no small jobs on the RO; the responsibility for the 
success of this mission lies with every man, From the 
highest officer to the lowest seaman. Follow orders, be 
diligent, and make the homeland proud of you. 

> > END ORDERS 


Admiral Yuri Ilych Padorin 


YIP/tjc 


> > 
> > 
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THE HUNT FOR RED OCTODER 


Macintosh Directions 

The functions described in The Hunt For Red October Command Manual 
are applicable to the Macintosh version of the game, with a few modifica¬ 
tions. Those differences are explained below. ' 


LORDING THE GRME-WW _ 

Insert game disk and double-click on the game icon. The game loads. 


PLRVEB OPTIONS-WW 


After the game loads, you see the High Level Command Screen and a 
cursor (^). Use the Mouse to control the cursor. Click the Mouse to 
accept selected options. 


The Menu Bar lets you make gameplay selections. To make a selection, 
place the cursor over a Menu (tf, File, Game, or Difficulty), drag the 
Mouse down until the selection is highlighted and release the Mouse button. 

Most of the Menu Bar selections can also be made without the Mouse, by 
holding down the 38 key while typing the corresponding letter (type 38 S to 
Save a game, for example). 

• The # Menu has one selection, About, that displays a brief note giving 
the game's version number. 


File The File Menu has four selections. 

New (38N) lets you begin a new game. 

Load Position (38 L) lets you load a previously-saved game. 

Save Position (38 S) lets you save a game in progress. Note: Don't 
save games to your program disk; use a separate save-game disk! 

Quit Game (38Q) takes you back to the Mac's desktop. 


Game There are three selections in the Game Menu. 

Recognition Chart (38 R) lets you see the Ship Recognition Charts. 

Click on prev and next to flip through the Charts. Click cancel to go 
back to the game. 

Sound Off (380) lets you turn off the sound effects. When the sound is 
off, this selection reads: Sound On (380). 

Pause Game (38 P) lets you temporarily halt game action and time. 
When the game is paused, this selection reads: Continue Game (38P). 



















Difficulty You can change the difficulty level anytime during the game. 
The three levels are: Easy (88E); Medium (3§M); Hard (9§H). 


CONTROLLING THE RED OCTOBER-VA.^^_^^fc^ 

The High Level Command Screen is slightly different on the Macintosh than 
in the illustration on page 9 of your Command Manual. 


Message Window In the left of the Message Window is the word 
sonar. Click on this to change to the Sonar Information display. To 
change back to the Message Window, click on the word orders. 


Main Control Panel This panel includes a gauge that lets you see 
how much power is left in the sub's solar batteries. 

Speed up the game time by clicking on the Calendar one or more times. 
Slow down the game time by clicking on the Clock one or more times. 
Game speed automatically returns to normal if any ships are nearby, 
unless the Option key is being held down, in which case the game 
remains in its quickened state. 


Scope When the periscope is up, a Control Panel appears beneath the 
Main Display: 


£ 



B: Periscope Heading; 

C: Button for locking onto target ship. 

When ships are visible in your periscope, clicking on Night Scope makes 
them stand out more clearly. 

Maps In the Contour Map, the contour effect is shown by shaded tones; 
the darker the shading, the deeper the sea. 

In the Atlantic Map, the black ships are Soviet and the white ships are 
American. The October is a black sub, the first you see in the game. 

Apple is a registered trademark of & Macintosh is a trademark licensed to Apple Computer, Inc. 
©1989 The Software Toolworks, Inc. All rights reserved. Printed in USA. 
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ITION CHART 



CLASS: SVERDLOV (USSR) 

CATEGORY: CRUISER 

DISPLACEMENT: 17,000 tons 
SPEED: 32 knots 

ARMOURMENTS: 

2 x SA-N-2 SAM Missiles 
12 x 152mm Guns 
12 x 100mm Guns 
32 x 37mm Guns 
16 x 30mm Guns 



CLASS: KIEV (USSR) 

CATEGORY: AIRCRAFT CARRIER 

DISPLACEMENT: 37,000 tons 
SPEED: 32 knots 

ARMOURMENTS: 

32 Aircraft 

4 x Twin SS-N-12 SSM /2 x Twin SA-N-3SAM 
2 x Twin SA-N-4 SAM / 4 x 76mm Guns 
8 x 30mm Gatling Guns 
1 x Twin SUW-N-1 ASM 
2x12 barrelled RBU 6000 Launchers 
10 x 21" Torpedo Tubes 



CLASS: ARK ROYAL (UK) 

CATEGORY: AIRCRAFT CARRIER 

DISPLACEMENT: 19,500 tons 
SPEED: 28 knots 

ARMOURMENTS: 

Sea Dart Ship to Ship Missiles 
Sea Eagle (for use with Sea Harriers) 

3 x 20mm Phalanx 


CLASS: SPRUANCE (USA) 

CATEGORY: DESTROYER 

DISPLACEMENT: 7,800 tons 
SPEED: 33 knots 

ARMOURMENTS: 

8 x Harpoon SSM 
Tomahawk ABL’S 

1 x Sea Sparrow SAM 

2 x 5754 Guns 

2 x 20mm/ Mk 16 CIWS Phalanx 

1 x ASROC 8 Tube Launcher 

2 x Triple Torpedo Tubes (Mk 32) 



CLASS: KYNDA (USSR) 

CATEGORY: CRUISER 

DISPLACEMENT: 5,500 tons 
SPEED: 34 knots 

ARMOURMENTS: 

8 x SS-N-3B SSM Missiles 
2 x SA-N-1 SAM Missiles 
4 x 76mm Twin Guns 
4 x 30mm Gatling Guns 
2x12 barrelled RBU 6000 
6 x 21" Torpedo Tubes 



CLASS: KANIN (USSR) 

CATEGORY: DESTROYER 

DISPLACEMENT: 4,700 tons 
SPEED: 35 knots 

ARMOURMENTS: 

2 x SA-N-1 SAM Missiles 
8 x 57mm Guns 
8 x 30mm Guns 
3x12 barrelled RBU 
10 x 21" Torpedo Tubes 



CLASS: NIMITZ (USA) 

CATEGORY: AIRCRAFT CARRIER 

DISPLACEMENT: 91,500 tons 
SPEED: 30 knots 

ARMOURMENTS: 

90+ Aircraft 

3 x Phalanx 20mm Mk 16 CIWS Systems 



CLASS: BROADSWORD (UK) 

CATEGORY: FRIGATE (Type 22) 

DISPLACEMENT: 4,900 tons 
SPEED: 30 knots 

ARMOURMENTS: 

4 x Exocet SSM 
Sea Wolf SAM 
2 x 40mm Guns 
2 x 20mm Guns 

6 x Stubs Torpedo Tubes (Mk 46) 

Helicopter A/S Torpedoes 



CLASS: KARA (USSR) 

CATEGORY: CRUISER 

DISPLACEMENT: 9,700 tons 
SPEED: 34 knots 

ARMOURMENTS: 

1 x Hormone A Helicopter ASW 

8 x SS-N-14 ASW / 2 x SA-N-3 SAM 

2 x SA-N-4 SAM / 4 x 76mm/59 Guns 
4 x 30mm Gatling Guns 

2x12 barrelled RBU 6000 (forward) 

2x6 barrelled RBU 6000 (aft) 

10 x 21" Torpedo Tubes 



CLASS: GRISHA (USSR) 

CATEGORY: FRIGATE 

DISPLACEMENT: 1,200 tons 
SPEED: 27 knots 

ARMOURMENTS: 

2 x SA-N-4 SAM Missiles 
2 x 57mm Guns 
2x12 barrelled RBU 6000 
4 x 21" Torpedo Tubes 



CLASS: LEAHY (USA) 

CATEGORY: CRUISER 

DISPLACEMENT: 8,200 tons 
SPEED: 33 knots 

ARMOURMENTS: 

8 x Harpoon Surface to Air Missiles 
80 x Standard ER (SM-2) 

2 x Phalanx 20mm Mk 16 CIWS Systems 

1 x ASROC 8 Tube Launcher 

2 x Triple Torpedo Tubes 



CLASS: KNOX (USA) 

CATEGORY: FRIGATE 

DISPLACEMENT: 4,200 tons 
SPEED: 27 knots 

ARMOURMENTS: 

8 x Harpoon SSM 
4 x Tomahawk SAM 
1 x 5" Mk 42 Gun 
1 x 20mm Phalanx Mk 16 
1 x ASROC 8 Tube Launcher 
4 x Fixed Torpedo Tubes (Mk 32) 


RBU 

l floating. SAM 

and ammunition. SSM 


Anti-submarine rocket launcher (Soviet) 
Surface to air missile 
Surface to surface missile 


SHIPS NOT TO SCALE 




















SHIP RECOGIM 



CLASS: KRIVAK (USSR) 

CATEGORY: FRIGATE 

DISPLACEMENT: 3,900 tons 
SPEED: 32 knots 

ARMOURMENTS: 

4 x SS-N-14 ASW Missiles 
4 x SA-N-4 SAM Missiles 
4 x 76mm Guns 
2x12 barrelled RBU 6000 
8 x 21" Torpedo Tubes 



CLASS: SLAVA (USSR) 

CATEGORY: CRUISER 

DISPLACEMENT: 12,500 tons 
SPEED: 34 knots 

ARMOURMENTS: 

16 x SS-N-12 SSM Missiles 
8 x SA-N-6 SAM Missiles 
2 x SA-N-4 SAM Missiles 
2 x 130mm Twin Guns 
6 x 30mm Gatling Guns 
2 x RBU 6000 Launchers 
1 x Hormone B ASW Helicopter 



CLASS: ENTERPRISE (USA) 

CATEGORY: AIRCRAFT CARRIER 

DISPLACEMENT: 91,000 tons 
SPEED: 35 knots 

ARMOURMENTS: 

90 Aircraft 

3 x Phalanx Mk 15 CIWS Systems 

2 x 40mm Mk II Saluting Guns 

3 x 20mm Mk 68 Guns 



CLASS: TICONDEROGA (USA) 

CATEGORY: CRUISER 

DISPLACEMENT: 9,600 tons 
SPEED: 30 knots 

ARMOURMENTS: 

8 x Harpoon SSM 
38 x Standard ER (SM-2)/ASROC 
2 x 5"/54 Mk 45 Guns 
2 x 20mm/76 Mk 16 CIWS Guns 
2 x 40mm Saluting Guns 
2 x Triple Torpedo Tubes 



CLASS: KASHIN (USSR) 

CATEGORY: DESTROYER 

DISPLACEMENT: 4,900 tons 
SPEED: 36 knots 

ARMOURMENTS: 

4 x SS-N-2C SSM Missiles 
4 x SA-N-1 SAM Missiles 
4 x 76mm Guns 

4 x 30mm Gatling Guns 

2x12 barrelled RBU 6000 (forward) 

2x6 barrelled RBU 1000 (aft) 

5 x 21” Torpedo Tubes 



CLASS: MOSKVA (USSR) 

CATEGORY: HELICOPTER CARRIER 

DISPLACEMENT: 17,500 tons 
SPEED: 30 knots 

ARMOURMENTS: 

14 x Hormone A ASW Helicopters 
2 x Twin SA-N-3 Missiles 
4 x 57mm/70 Twin Guns 
1 x Twin A/S Missile Launcher 
2x12 barrelled RBU 6000 



CLASS: FORRESTAL (USA) 

CATEGORY: AIRCRAFT CARRIER 

DISPLACEMENT: 81,000 tons 
SPEED: 34 knots 

ARMOURMENTS: 

90 Aircraft 

3 x Basic Point Missile Defence Systems 
armed with Sea Sparrow Missiles 

3 x 20mm Mk 16 Phalanx CIWS 

4 x 40mm Saluting Guns 



CLASS: VIRGINIA (USA) 

CATEGORY: CRUISER 

DISPLACEMENT: 11,000 tons 
SPEED: 30 knots 

ARMOURMENTS: 

8 x Harpoon SSM 
8 x Tomahawk SAM/ASW 
Standard MR/ASROC 
2 x 5"/54 Guns 
2 x 20mm/76 Mk 16 CIWS 
2 x 40mm Mk II Saluting Guns 
2 x Triple Torpedo Tubes 



CLASS: UDALOY (USSR) 

CATEGORY: DESTROYER 

DISPLACEMENT: 8,000 tons 
SPEED: 32 knots 

ARMOURMENTS: 

2 x Helix A Helicopters 
2 x SS-N-14 ASW Missiles 

1 x SA-N-8 SAM Missiles 

2 x 100mm Guns 

4 x 30mm Gatling Guns 
2 x RBU 6000 
8 x 21" Torpedo Tubes 



CLASS: KIROV (USSR) 

CATEGORY: BATTLE CRUISER 

DISPLACEMENT: 28,000 tons 
SPEED: 33 knots 

ARMOURMENTS: 

20 x SS-N-19 SSM / 12 x SA-N-6 SAM 
2 x SA-N-4 SAM / 2 x SS-N-14 Twin ASW 
2 x 100mm Single Guns 
8 x 21" Torpedo Tubes 
1x12 barrelled RBU 6000 (forward) 

2x6 barelled RBU 6000 (aft) 



CLASS: INVINCIBLE (UK) 

CATEGORY: AIRCRAFT CARRIER 

DISPLACEMENT: 19,500 tons 
SPEED: 28 knots 

ARMOURMENTS: 

Sea Dart Ship to Ship Missiles 
Sea Eagle (for use with Sea Harriers) 

2 x 20mm Phalanx 



CLASS: 

CHARLES 

F. ADAMS 

(USA) 

CATEGORY: 

DESTROYER 


DISPLACEMENT: 

4,500 tons 


SPEED: 

ARMOURMENTS: 

Harpoon SSM 
Tartar SAM 

2 x 5"/54 Guns 

30 knots 


1 x ASROC 8 Tube Launcher 

2 x Triple Torpedo Tubes 



AA Anti-aircraft DCT Depth charge thrower 

A/S, ASW Anti-submarine warfare Displacement The weight of water displaced by a ship’s hull whe 

DC Depth charge All displacements shown are fully laden with stores 


ABBREVIATIONS 





























SHIP RECOGNITION CHART 



KASHIN 
DESTROYER 
4,900 tons 
36 knots 


:LASS: 

CATEGORY: 

DISPLACEMENT: 

SPEED: 

VRMOURMENTS: 

\ x SS-N-2C SSM Missiles 
[ x SA-N-1 SAM Missiles 
I x 76mm Guns 
I x 30mm Gatling Guns 

> x 12 barrelled RBU 6000 (forward) 

> x 6 barrelled RBU 1000 (aft) 
j x 21" Torpedo Tubes 


(USSR) 



MOSKVA (USSR) 

HELICOPTER CARRIER 
17,500 tons 
30 knots 


CLASS: 

CATEGORY: 

DISPLACEMENT: 

SPEED: 

ARMOURMENTS: 

14 x Hormone A ASW Helicopters 
2 x Twin SA-N-3 Missiles 
4 x 57mm/70 Twin Guns 
1 x Twin A/S Missile Launcher 
2x12 barrelled RBU 6000 


FORRESTAL (USA) 
AIRCRAFT CARRIER 
81,000 tons 
34 knots 


CLASS: 

CATEGORY: 

DISPLACEMENT: 

SPEED: 

ARMOURMENTS: 

30 Aircraft 

3 x Basic Point Missile Defence Systems 
armed with Sea Sparrow Missiles 

3 x 20mm Mk 16 Phalanx CIWS 

4 x 40mm Saluting Guns 



CLASS: 


VIRGINIA 


(USA) 










CLASS: UDALOY (USSR) 


CLASS: SVERDLOV (USSR) 


CLASS: KYNDA (USSR) 



CATEGORY: DESTROYER 


CATEGORY: CRUISER 


CATEGORY: CRUISER 



DISPLACEMENT: 8,000 tons 


DISPLACEMENT: 17,000 tons 


DISPLACEMENT: 5,500 tons 



SPEED: 32 knots 


SPEED: 32 knots 


SPEED: 34 knots 



ARMOURMENTS: 


ARMOURMENTS: 


ARMOURMENTS: 



2 x Helix A Helicopters 


2 x SA-N-2 SAM Missiles 


8 x SS-N-3B SSM Missiles 



2 x SS-N-14 ASW Missiles 


12 x 152mm Guns 


2 x SA-N-1 SAM Missiles 



1 x SA-N-8 SAM Missiles 


12 x 100mm Guns 


4 x 76mm Twin Guns 



2 x 100mm Guns 


32 x 37mm Guns 


4 x 30mm Gatling Guns 



4 x 30mm Gatling Guns 


16 x 30mm Guns 


2x12 barrelled RBU 6000 



2 x RBU 6000 

j 



6 x 21" Torpedo Tubes 



8 x 21" Torpedo Tubes 










ju, 


A, 





CLASS: KIROV (USSR) 


CLASS: KIEV (USSR) 


CLASS: KANIN (USSR) 



CATEGORY: BATTLE CRUISER 


CATEGORY: AIRCRAFT CARRIER 


CATEGORY: DESTROYER 



DISPLACEMENT: 28,000 tons 


DISPLACEMENT: 37,000 tons 


DISPLACEMENT: 4,700 tons 



SPEED: 33 knots 


SPEED: 32 knots 


SPEED: 35 knots 



ARMOURMENTS: 


ARMOURMENTS: 


ARMOURMENTS: 



20 x SS-N-19 SSM / 12 x SA-N-6 SAM 


32 Aircraft 


2 x SA-N-1 SAM Missiles 



2 x SA-N-4 SAM / 2 x SS-N-14 Twin ASW 


4 x Twin SS-N-12 SSM / 2 x Twin SA-N-3 SAM 


8 x 57mm Guns 



2 x 100mm Single Guns 


2 x Twin SA-N-4 SAM / 4 x 76mm Guns 


8 x 30mm Guns 



8 x 21" Torpedo Tubes 


8 x 30mm Gatling Guns 


3x12 barrelled RBU 



1x12 barrelled RBU 6000 (forward) 


1 x Twin SUW-N-1 ASM 


10 x 21" Torpedo Tubes 



2x6 barelled RBU 6000 (aft) 


2x12 barrelled RBU 6000 Launchers 







10 x 21" Torpedo Tubes 
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CLASS: INVINCIBLE (UK) 


CLASS: ARK ROYAL (UK) 


CLASS: NIMITZ (USA) 



CATEGORY: AIRCRAFT CARRIER 


CATEGORY: AIRCRAFT CARRIER 


CATEGORY: AIRCRAFT CARRIER 



DISPLACEMENT: 19,500 tons 


DISPLACEMENT: 19,500 tons 


DISPLACEMENT: 91,500 tons 



SPEED: 28 knots 


SPEED: 28 knots 


SPEED: 30 knots 



ARMOURMENTS: 


ARMOURMENTS: 


ARMOURMENTS: 



Sea Dart Ship to Ship Missiles 


Sea Dart Ship to Ship Missiles 


90+ Aircraft 



Sea Eagle (for use with Sea Harriers) 


Sea Eagle (for use with Sea Harriers) 


3 x Phalanx 20mm Mk 16 CIWS Systems 



2 x 20mm Phalanx 


3 x 20mm Phalanx 
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CLASS: CHARLES (USA) 


CLASS: SPRUANCE (USA) 


CLASS: BROADSWORD (UK) 




KARA 
CRUISER 
9,700 tons 
34 knots 


CLASS: 

CATEGORY: 
DISPLACEMENT: 

SPEED: 

ARMOURMENTS: 

1 x Hormone A Helicopter A: 
8 x SS-N-14 ASW / 2 x SA-N 

2 x SA-N-4 SAM / 4 x 76mm, 
4 x 30mm Gatling Guns 
2x12 barrelled RBU 6000 (f< 
2x6 barrelled RBU 6000 (a 

10 x 21" Torpedo Tubes 



GRISHA 
FRIGATE 
1,200 tons 
27 knots 


CLASS: 

CATEGORY: 
DISPLACEMENT: 

SPEED: 

ARMOURMENTS: 

2 x SA-N-4 SAM Missiles 
2 x 57mm Guns 
2x12 barrelled RBU 6000 
4 x 21" Torpedo Tubes 



LEAHY 
CRUISER 
8,200 tons 
33 knots 


CLASS: 

CATEGORY: 
DISPLACEMENT: 

SPEED: 

ARMOURMENTS: 

8 x Harpoon Surface to Air I 
80 x Standard ER (SM-2) 

2 x Phalanx 20mm Mk 16 Cl 

1 x ASROC 8 Tube Launche 

2 x Triple Torpedo Tubes 



CLASS: 


KNOX 


atc 
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BACKGROUND INFORMATION-VyW 




As commander of the nuclear-powered sub, Red October (RO), you're in 
charge of one of the most powerful weapons on earth - difficult to 
detect, swift to strike. 

You've been entrusted to test the latest in Soviet naval technology: a 
revolutionary "Caterpillar" Drive that will make the RO practically 
undetectable. Unfortunately for Mother Russia, they've trusted the 
wrong man. You plan to defect to the US and hand over the Reds' new 
technology. 

You've hand-picked your officers, men who will risk their lives for your 
plan. The enlisted men suspect nothing and this mustn't change. Your 
mission orders (faked, of course) will help keep your crew in the dark. 

The defection starts in the Reykjanes Ridge (affectionately renamed 
"Gorshkov's Railroad" after Admiral Gorshkov). Along the Ridge are 
Russian surface vessels and subs, not to mention US attack subs, and a 
complete underwater listening network, all with the sole purpose of pre¬ 
venting boats like the Red October from slipping through to the open sea. 

You've sent a taped confession to your Admiral telling him why you've 
stolen the RO. The Soviets won't be sympathetic. All Soviet spy 
trawlers are on the look out for you; they will hunt you across the entire 
Atlantic. Three fleets will chase your boat down and try to recapture or 
destroy her. Soviet subs will position off the major US military and 
commercial ports to block your entry. 

You've also sent a message to the U. S. Navy telling them you'll deliver 
the Red October to them in exchange for political asylum. They hope 
you're telling the truth; but, since you're the enemy, they'll also be on 
guard. In other words, they'll bp ready to help you defect or to blow you 
out of the water. 

The defection plan is cunning. Your engineering officer fakes a leak in 
the nuclear reactor. Radiation! The boat must be abandoned! A 
"convienent" American vessel is on hand to rescue your crew. The RO 
will be scuttled and the world will believe that the pride of the Soviet 
fleet has been destroyed instead of falling into capitalist hands. But it 
won't be true. Through nautical slight-of-hand, the US Navy will sink an 
old sub in place of the RO and steal away with the Soviet boat. 


1 





1 LORD ING THE GflME-VVW 



The Hunt for Red October is designed for the Amiga 500, Amiga 1000 
Amiga 2000, Atari 520ST, Atari 1040ST, Commodore 64/128, and MS- 
DOS machines (IBM and compatibles, 512K minimum memory). 

Before loading the game, format a blank disk to use as a save-game disk 
(refer to your computer user's manual for formatting instructions). 


Turn on your computer and monitor. Insert the game disk at the 
Workbench™ prompt and the game loads automatically. 


Insert game disk, turn on computer, and double-click on the hfro.prg 
icon. The game loads and a Menu Bar appears at the top of the title 
screen. Move the cursor to the File Menu, slide it down until Continue 
Game is highlighted, and press the left Mouse button. This loads the 
game at the starting position and you're ready to play. 


Commodore 64/128 

Connect a Joystick to either port. Turn on your TV or monitor, disk 
drive, and computer (with C-128, hold down the Commodore key 
while turning on the computer). Insert ga me disk into drive and close 
the door. Type load" *" ,8,1 and press iReturnl . You'll hear a high- 
pitched tone and see colorful horizontal lines on the screen as the 
game loads. 

Note: If you have trouble loading the game, disconnect any 
peripherals other than the disk drive and try again. 


MS-DOS Machines 

Connect a Joystick, if desired. Load MS-DOS (version 2.1 or later) 
and insert game disk into any drive. At the > prompt, type hfro and 
press J. Then, select whether you're using a CGA or EGA 
graphics card, press J, and the game loads. 

After the title screen loads, the Menu window appears. Press the 
spacebar and you're ready to play. Before beginning the game, 
however, save the starting position on your save-game disk 
(selection 4 on the Menu). This way, if you want to abandon a 
game you're playing and start over (or if your sub gets sunk), just 
load the start position game you saved. If you don't save the start 
position, you'll have to re-boot the game to start a new one. 
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TANDY 1000SX/1000EX MACHINES 

To play The Hunt for Red October with a Joystick: 

• Turn off the computer and connect Joystick to the left port. 

• Load MS-DOS (version 2.1 or later) and press F4 for Mode 
Slow. 

• After loading the game, remove Joystick from the left port 
and connect it to the right port. 

INSTALLING ON A HARD DISK 

To install The Hunt for Red October on your hard disk: 

• Boot your computer from the hard disk. 

• When you see C>, type mkdir hfro and press J. 

• Then type CD hfro and press J. 

• Place the game disk in drive A and type copya:*.*c: 

and press J. The game is now installed on your hard disk. 

To run The Hunt for Red October from your hard disk: 

• At the C> prompt, type CD hfro and press J. 

• Then type hfro and press J. The game loads. 


PLAYER OPTIONS-VA^ 




After the game loads, you see the High Level Command Screen and a 
cursor in the shape of an arrow and sickle. 

Use the Mouse (Amiga and ST), Joystick (Commodore 64; MS DOS 
machines), or Cursor Keys (MS DOS machines) to control the cursor. 
Press the left Mouse button, Joystick fire button, or the spacebar to 
accept options the cursor is moved to. Throughout these instructions, 
well refer to this process as "clicking" on a selection. Sometimes we tell 
you to "double-click"; this means to click twice, quickly. 

Note to 064/128 users: To play using the Keyboard, use these keys for 
movement: 1=up; <-=down;ctrl=left;2=right. Use the 
spacebar instead of the joystick fire button. 

Note to Tandy MS-DOS users: To play using the Keyboard, ignore the 
arrow cursor keys and use the numeric keypad for movement: 8=up; 
2=down; 4=left; 6=right. 

The Hunt for Red October lets you save games to disk, reload them for 
later play, and do a number of other functions, depending on your 
computer type and memory. 


3 





A Menu Bar lets you make gameplay selections with the Mouse. To 
see the Menu Bar, hold down the right Mouse button. To make a 
selection, place the cursor over the Menu you want (Project, Help, or 
Difficulty), drag the Mouse down until the selection is highlighted, 
then release the Mouse button. 

Most of the Menu Bar selections can also be made without the 
Mouse, by holding down the right Amiga key (A) while typing the 
corresponding letter (just type A S to Save a game, for example). 

To turn the sound off and on, use the monitor's volume control. 

PROJECT 

There are five selections in the Project Menu. 

About just shows a brief note about the game programmer. 

Load Position (A L) lets you load a new game or a previously- 
saved game. 

To load a new game, select start-position, then click on load, 
start-position is the starting point for a new game and is the 
only game that can be loaded from the program disk. 

To load a previously-saved game, make sure your save-game 
disk is in the drive before selecting Load Position. 

Save Position (A S) lets you save a game in progress to a 
save-game disk. Make sure the save-game disk is in the drive 
before selecting Save Position. Then, type a name for the 
game you're saving and click on SAVE. 

Pause Game (A P) lets you temporarily halt game action and 
time. When the game is paused, the prompt changes to read: 

Continue Game (A P). 

Quit Game (A L) takes you back to the Amiga's Workbench 
screen. 

HELP 

There are four selections in the Help Menu. 

About Red October (A R) gives you a few facts about the 
submarine. 

Controlling Red October (A C) gives you a brief rundown of how 
to pilot the boat. 

Strategy Hints (A H) provides a few tips on gameplay. 
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Recognition (A R) calls up the Ship Recognition Charts. When 
you make this selection, you'll get a + + and — on-screen under 
the ship icons. Click on the ++ and — to flip through the 
Charts. Click cancel to go back to the game. 

DIFFICULTY 

You can change the difficulty level anytime during the game. 

The three levels of challenge are: Easy (A E); Normal (A N); 
and Difficult (A D). 


Atari ST 

A Menu Bar lets you make gameplay selections with the Mouse 
anytime during play. Press the right Mouse button to pause the 
game and see the Menu Bar. 

To make a selection from the Menu Bar, move the cursor over the 
Menu you want (Desk, File, or Help), and slide the Mouse down until 
your selection is highlighted. Then click the left Mouse button. 

DESK 

The only selection in the Desk Menu, About Red October, just 
gives you the legal notices and game credits. 

RLE 

Anytime during the game you can load a new game, load a 
previously-saved game, save the game in progress, or quit. 

Load Position lets you load a new game or a previously-saved 
game. 

To load a new game, select START.sav, click ok, then select 
Continue Game. start.sav is the start position for a new 
game and is the only game that can be loaded from the program 
disk 

To load a previously-saved game, make sure your save-game 
disk is in the drive before selecting Load Position. Select the 
name of the game you want to load, click ok, then select 
Continue Game. 

Save Position lets you save a game in progress to your save- 
game disk. 

Make sure your save-game disk is in the drive before selecting 
Save Position. Then, click on a blank line (or on an already- 
used line, if you want to save over another saved game), and 
type a filename up to seven letters long (no need to type in .sav, 
as the game does that for you). Click ok and the game is 
saved. 
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Continue Game lets you continue playing where you left off 
before the game was paused. 

Quit lets you exit the game. 

HELP 

There are four selections in the Help Menu. 

About Red October gives you a few facts about the submarine. 

Controlling Red October gives you a brief rundown of how to 
pilot the boat. 

Strategy Hints provides a few tips on gameplay. 

Recognition calls up the Ship Recognition Charts. When you 
make this selection, you'll get a + and - on-screen under the ship 
icons. Click on the + and - to flip through the Charts. Press 
exit to go back to the game. 


Commodore 64/128 

To get gameplay options on the Commodore, hold down the FI key 
for a few seconds, then release. This pauses the game and takes 
you to a menu with five options. 

LOAD FROM DISK 

This lets you load a new or previously-saved game. When you 
select Load From Disk, you'll see this list: 

HFROI HFR02 

HFR03 HFR04 

HFR05 HFR06 

SELECT QUIT 

To load a new game, click on HFROI, then click on select. 

Now click on Back To Game and the new game loads. HFROI is 
the start position for a new game and is the only game that can 
be loaded from the program disk. 

To load a previously-saved game, make sure your save-game 
disk is in the drive before selecting Load From Disk. Click on the 
game you wish to load, then click select. Now click on Back 
To Game and the saved game loads. 

SAVE TO DISK 

This lets you save up to six games on a save-game disk. Make 
sure the save-game disk is in the drive, then click on Save To 
Disk. You’ll see the same list you get when you select Load 
From Disk. Click on the selection you wish to save the game to, 
then click on select, and the game is saved 
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CHANGE DEVICE 

Click here to change from a disk drive to a tape player. You can 
use this to save games to a cassette tape instead of a disk. 

RECOGNITION CHARTS 

This lets you call up the Ship Recognition Charts. When you 
make this selection, you'll get a next and last on-screen under 
the ship icons. Click on next and last to flip through the 
Charts. Press quit to go back to the game. 

BACK TO GAME 

This lets you continue playing where you left off before you 
paused or saved the game. 


MS-DOS Machines 

Press esc to pause the game and see the Menu that lets you make 
game selections anytime during play. 

To make a Menu selection, press the number key (on the keyboard, 
not on the keypad!) corresponding to the Menu selection. You can 
also use the Cursor Keys or the Joystick to move the cursor to a 
Menu selection, then press the spacebar or Joystick fire button. 

1: CONTINUE GAME 

Select 1 to continue playing where you left off before you paused 
the game. 

2: VIEW SCREEN 

This lets you toggle between the Menu window and the game 
screen while the game is paused. Type 2 to view the game 
screen; press spacebar to go back to the Menu. Press 1 when 
you're ready to continue playing. 

3: LOAD POSITION 

Press 3 to load a previously-saved game. You'll get a message 
that tells you to insert a save-game disk and press fire. Insert 
your save-game disk into the specified drive, press spacebar or 
the Joystick fire button, and you'll see a list of saved games. 
Select the number corresponding to the game you want to load. 

4: SAVE POSITION 

Press 4 to save a game in progress to your save-game disk. 
You'll get a message that tells you to insert a save-game disk 
and press fire. Insert your save-game disk into the specified 
drive, press spacebar or the Joystick fire button, type a name 
for the game you're saving, and press spacebar or the fire 
button again. 
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5: CREDITS 

Select 5 to see the legal notices and game credits. 

6: ABOUT RED OCTOBER 

Selection 6 gives you a few facts about the submarine. 

7: STRATEGY HINTS 

Press 7 to get a few tips on gameplay. 

8: CONTROLLING RO 

Select 8 for a brief rundown of how to pilot the boat. 

9: SHIP RECOGNITION 

Press 9 to see the Ship Recognition Charts. When you make this 
selection, you'll get a » and « on-screen under the ship icons. 
Click on the » and « (or type 2 or 3) to flip through the 
Charts. Click on cancel (or type 1) to go back to the game. 

0: MOTOR NOISE 

This gives you the choice to turn the engine sounds off or on, 
depending on whether or not you want to hear them while you 
play. 

CALIBRATE JOYSTICK 

Press - to adjust a Joystick for use in the game. When you 
make this selection, you'll get a window giving you three choices: 

1: Cancel 

2: Calibrate Joystick 
3: Enable Joystick. 

Select 3, the prompt changes to Disable Joystick, and you can 
only play using the keyboard. 

Select 2 and you'll get a series of prompts for adjusting your 
Joystick. 

Select 1 to go back to the Menu. 

=: QUIT GAME 

Press * to exit the game and go back to DOS. 
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Main Control Panel 


[controlling the red october-V^ 




Sonar contact bear ins 242 
desrees sir! ... 

Sonar data locked into Fire 
Control Systen sir! 


wws 


This is the High Level Command Screen (its appearance is slightly 
different on the C-64/128 version of the game). It features all the 
elements you need to command the Red October. 


Main Display Window 

This area is where all Maps, periscope views, and Ship Recognition 
Charts are displayed. 


Message Window 

Text information appears in the Message Window. This includes 
crew responses to orders, plus other information, including Sonar 
contacts, Electronic Surveillance Monitor message interceptions, 
damage control reports, etc. 

Messages can be scrolled up and down by clicking on the up and down 
arrows at the left of the window. 
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The Message Window also doubles as the Sonar Information and Fire 
Control System Window when you click on the box between the up 
and down arrows. 

Information is a sub commander's lifeline. The data displayed in this 
Window is vital for the success of your mission. 



Main Control Panel 

This panel allows instant control over the major navigational functions. 


COMPASS 

Double-click on a 
Compass heading to 
change directions 
quickly. 


Speed Indicator 


SPEED INDICATOR 

When you want to 
change speed 
quickly, double-click 
on the area of this 

Compass 9 «iuge corresponding 

to the speed level 
you want. Click on 
the left end to slow 
down and the right 
end to speed up; 

Calendar each marker on the 

gauge indicates 5 
knots. 


Depth 

Gauge 


DEPTH GAUGE 

When you want to change depth quickly, double-click on the area 
of this gauge that corresponds to the depth you want. Click on 
the top end to surface and the bottom end to dive; each marker 
on the gauge indicates approximately 60-70 meters. 

CLOCK/CALENDAR 

This shows you the time of day and the date. 

Amiga, ST, IBM: Speed up the game time by holding down the 
Mouse or Joystick button or spacebar when the cursor is over 
the Calendar. Slow down the game time by performing the same 
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operation over the Clock. Time speed automatically returns to 
normal if anything else is in Sonar range. 

C-64/128: The time and date readouts are in the same box. 
Click on this box to toggle between the two. To speed up time, 
click on the box and hold down the fire button until the screen 
border turns gray. The border won't turn gray if you don't hold 
the button down long enough OR if another ship is in Sonar range. 

To slow back to normal, repeat this process until the screen 
border is black. Time speed peed automatically returns to 
normal if anything else is on the Sonar map. 

Caution: It's dangerous to speed up the clock in areas where 
navigation is complex; you run the risk of grounding and sinking 
the Red October. 


SPEED READOUT 

r**"~*^ ^ This shows your current Speed 

|p£ f f? ( 11 in knots. Clicking on this calls up 

wmmmmmmmL M the Order Execution Panel so 

you can change the Speed. If you set the Speed at 0 knots, 
you're also giving the order for total silence (used when trying to 
avoid detection). 


HEADING READOUT 

This shows the exact compass 
Heading. The direction the sub's 
bow is pointing at any given 
time is the Heading (the direction it needs to point to reach a 
target is called the Bearing). 




When you wish to be very precise in setting a new Heading, click 
on the Heading readout so you can use the Order Execution 
Panel to make changes. 

DEPTH READOUT 

Click on this readout to change 
the Depth settings on the Order 
Execution Panel. 



It's important to keep your Depth above the safe pressure level 
of 400 meters and to be sure that the Depth is appropriate for 
the seabed terrain. 
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CONTOUR DISPLAY CONTROL 



Click on this to turn the Contour Map ON or 
off in the Main Display Window. 


COUTOUFI 


Contour Map With Sonar Display 


SONAR DISPLAY CONTROL 


SOMAfl 


Click on this to turn the Sonar Map ON or off 
the Main Display Window. 



in 


Sonar Map without Contour Display 
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ORDER EXECUTION PANEL 

Once you've clicked on the Speed, Heading, or Depth Readout, 
you can adjust the settings precisely in the Order Execution 
Panel. 

Readout (050 knots, 
in the illustration) 

This shows which 
navigational function 
you're adjusting and its 
level at the time you 
gave the order to make 
a change. 

Decrease 

Click here to decrease 
the readout level. 

Increase 

Click here to increase the readout level. 

Use the Increase and Decrease commands together to 
fine-tune the Red October's Speed, Heading, and Depth. 

Execute 

After you've made changes to the Speed, Heading, or Depth, 
click here to confirm them. 

Cancel 

Click here to cancel the changes and go back to the settings 
you had before entering the Order Execution Panel. 


Sonar 

Click on this icon to call up the sonar 
function icons. Submarines operate with a 
continuous "passive" sonar that gives 
approximate details of targets and their 
identity or bearing. This data requires 
verification by visual sighting or by the use 
of "active" sonar to gain an accurate fix. 


C-64/128 Users: The Sonar icon is the first icon on the left in the 
High Level Command Screen. 




13 










DISPLAY 



Click on this icon to get an accurate 
Contour Map of the sea bed. In this 
Map, white shows the peaks of rock 
formations; the darkest blue indicates 
the seabed; the in-between shades of 
color show the slopes of the terrain. 


Note to IBM CGA users: The contour 
effect is shown by shaded tones; thedarker the shading, the 
deeper the sea. 


CONTOUR/SONAR 

Click on either of these controls 
to turn the Contour Map ON and 
off. When the Contour Map is off, only the Sonar Map is 
visible. 


COHTOUfl 


SOMAfl 


The Sonar Map shows all sonar contacts. Capital letters 
indicate other vessels. Each contact is keyed and details of 
the contact are shown in the Sonar Information Window: 



Info on a ship represented by the letter R shows up in the 
Sonar Information Window next to the letter fl. Click on the 
box between the up and down arrows at the left of the 
Message Window to get the Sonar Information Window (click 
on the box again to return to the regular Message Window). 

The Bearing shows the direction from Red October to the 
sonar contact; the Range is the distance in nautical miles. 
Depth is shown if the contact vessel is another submarine. 
The sonar contact's approximate Heading (the direction it's 
going) and Speed in knots are also given. 

This information is updated sonar. It may be necessary to 
verify the data with visual sightings (use the periscope). 

When there's a large number of sonar contacts on-screen, 
the Sonar Information data can be scrolled up and down by 
clicking on the up-and-down arrows at the left of the Window. 
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ACTIVE 


Click this icon for an Active Sonar signal 
(there's a "pinging" sound when Active 
Sonar is on). This gives an accurate 
sonar picture for assessing targets. 

Warning: Active Sonar tells the ships on 
the receiving end of your signal that a 
potentially hostile sub is near (and may 
give those ships a fix on your Bearing!). 

TERRAIN 




Click on this icon to get a small window 
that shows you a cross-section of the 
seabed. This Terrain Map is valuable in 
that it can help you to avoid unpleasant 
collisions with the ocean floor. Keep in 
mind, when viewing the Map, that you 
are seeing it as though you were outside 
the Red October. 


Using the mini-icons to the right of the Terrain Map (at the top 
of the Map on the C-64/128), the view can be alternated 
between the sub's side and front and can also be magnified. 


To get a side view, 
click on the first icon. 

Click on the second 
icon for a front view. 

Toggle between 
magnified and normal 
views with the last 
two icons. 



This photo is from the Amiga version of the game, but these 
directions are the same for all computers. 

H'PHONICS 



Click on this icon to see the Hydrophonics 
Window. 

Hydrophonics works best when the sub is 
stopped. It won't work well if you are 
using the Propeller Drive, since you'll keep 
picking up your own engine noises. 
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Click on a target ship's 
data (fi, B, etc.) in the 
Sonar Window to get a 
picture of its sonar 
signal in the Hydro¬ 
phonics Window (shown 
at right). Use the up- 
and-down arrows to 
match the target ship's 
signal with one from 
your library of signals. 



EXIT 

Click here to return to the previous level of icons. 


Engines 



Click this icon to select the Red October's 
propulsion method. 

C-64/128 Users: This is the second icon 
from the left at the bottom of the High Level 
Command Screen. 


NUCLEAR 



Nuclear power gives you the fastest 
speeds. However, after game day 12 
(anywhere between days 10 and 13 on 
the Commodore-64/128), the nuclear 
power plant is shut down (this is part of 
the defection plan). 


DIESEL 



Diesel power is noisier than nuclear; but, 
after you lose the nuclear power plant, 
diesel is all you have. 
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CATERPILLAR DRIVE 



The Caterpillar Drive uses impellers 
rather than propellers. The sub sucks 
water in through the bow and the 
impellers eject it from the stern, thereby 
moving the boat very quietly, but also 
very slowly. 


PROPELLER DRIVE 



Propellers drive the boat faster than the 
Caterpillar Drive does. When propellers 
turn at high speed, they develop an area 
of low pressure behind the trailing edge 
of the blade. This low pressure area 
collapses, water rushes forward against 
the blade, and lots of noise results 
(you're leaving a trail for hunters). 


EXIT 

Click here to return to the previous level of icons. 


Weapons 



Click on the Weapons icon to call up the 
options for doing battle. Torpedoes are the 
only weapons the Red October has at her 
disposal. Use the Sonar Information Window 
or the Attack Scope to select targets. 

C-64/128 Users: This icon is a skull-and- 
crossbones. 


TORPEDOES 

This icon shows the status of RO's four 
torpedo tubes; 1 and 2 are the forward 
tubes, 3 and 4 are aft. 

The first number shows which tube is 
selected; the second number tells how 
many torpedoes are in that tube. Click 
on the icon to change tubes. 
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MANUAL OVERRIDE 



The Manual Override bypasses 
automatic control of torpedo launching 
and lets you set the heading and 
elevation of each torpedo. Don't set the 
angle too steep, or the target might spot 
your torpedo soon enough to take evasive 
action. 



To change the 
torpedo's Heading, 
click on the arrows 
on either side of 
the gauge; the 
readout beneath 
shows the exact 
Heading. Click on 
the up-and-down 
arrows to change 
the torpedo tube's 
Elevation; the readout beneath shows the current angle. 


FIRE 



Click here to fire torpedoes. You can 
launch one torpedo at a time from each 
tube. 

Note: This is noisy and can give away 
your position. 


LAY FLACK 



This lets you lay electronic decoys to 
deflect and confuse incoming enemy fire. 
Of course, laying flak also creates noise 
that can give away your position. 

There is enough ammunition in your flak 
stores for four uses of this decoy (eight 
uses on the C-64/128). 


EXIT 


Click here to return to the previous level of icons. 
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Scope 


Click on this icon to activate the periscope 
options. You can only use the periscope 
when at the proper depth (no more than 24 
meters). 

Note: Using the periscope makes it easier 
for the Red October to be detected by other 
ships. 

SEARCH 

Click on this to get a periscope view of 
the horizon. 

Click on the left and right arrows in the 
Control Panel to rotate the Scope for a 
better view of your surroundings. 

C-64/128 Users: S marks the Search 
Scope. 

With the periscope up, you get a Control Panel beneath the Main 
Display: 

A ■ Noise made by 
the Red October; 

B - Power left in the 
sub's batteries; 

C - Arrows for 
rotating the Scope 
left or right; 

D - Periscope 
Heading; 

E - Air levels in the 
compressor; 

F - Incoming signals 
(check Message Window); 

lock * Button for locking onto target ships. 
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Click on the Attack Scope icon to see 
the Attack Sights in the Main Display. 

C-64/128 Users: R marks the Attack 
Scope. 

To use the Control Panel to lock onto a 

_ target vessel, you must first have the 

target in your sights (it doesn't have to be in the Sonar Informa¬ 
tion Window). If more than one ship is in your sights, you'll lock 
onto the one closest to you. 



Periscope View With Attack Sights 

Click on the lock button and the target ship's co-ordinates are 
fed to the Fire Control System (check the Sonar Information 
Window for this data). Select the Torpedoes and the current 
Torpedo tube will have these co-ordinates. 

Note: You lock onto co-ordinates, not ships! If you want to be 
sure to hit the ship, you'll have to fire while it's still in the co¬ 
ordinates where you first sighted it. 
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NIGHT 



Click here to use the latest image 
intensification technology for visual 
references at night. 

If your Scope is up and the entire screen 
is white, this means it's daytime and 
your night enhancement is turned on! 


C-64/128 Users: N marks the Night Scope. 


E.S.M. 



The Electronic Surveillance Monitor 
(E. S. M.) allows interception of any 
messages being transmitted between 
ships. It updates you on fleet positions 
on the Atlantic Map and may also give 
useful info about enemy intentions during 
the hunt or rendezvous. 


EXIT 

Click here to return to the previous level of icons. 


Click on this icon to toggle between the 
Atlantic Map (a view of the entire game 
area) and the Contour Map. 

This won't turn on the Contour Map if 
you've turned it off from the Main Control 
Panel using the contour/sonar button. 



Maps 



















OUERRLL STRATEGY & TACTICS-VyW 


While stealth is vital, failure to make headway early will result in major 
troubles. Fortunately, RO has an advantage over its rivals. The 
Caterpillar Drive provides silent, virtually undetectable movement. The 
drawback? Using the Caterpillar Drive reduces the RO's speed by two- 
thirds. 

Extended use of the diesel back-up engines increases the need to surface 
and recharge the batteries. This increases the risk of discovery. 
Another risk is being attacked, an event which is quite likely. 

And don't forget not to raise the suspicions of the crew. To journey too 
far from the course outlined in the mission "orders" will cause concerned 
questions from your navigation officer and may result in your being 
relieved of command (mutiny!). 


Navigation 

Figuring out how to get from Iceland to the Eastern Seaboard of the 
United States is your navigational challenge. Do you head directly 
south, or do you go north, first, to throw your pursuers off track? 
It's up to you. 

The North Atlantic Map shows approximate positions of all fleets in 
relation to the RO. 

The Contour Map helps you negotiate the complex valleys of the 
Reykjanes Ridge, the main route for Soviet Ballistic Missile subs 
heading for the open Atlantic. This Ridge is where Red and US 
attack subs constantly lurk. 

You can superimpose the Sonar Map over the Contour Map for a 
more complete picture of who's in the area. 

Using these three Maps together, you can plan the safest route to 
your objective. 


Evasion 

Both U.S. and Soviet navies have sophisticated sensing devices. 
There is a way to avoid these (or at least confuse them): sail 
through obstacles which block the devices' sensors: rocks, ranges, 
and reefs. 

Note: The RO's hull is extremely sensitive so be careful not to run 
into anything! 
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Despite the RO's new hull design and anechoic (noise-absorbing) tiles, 
it is not immune from sonar (even with the Caterpillar Drive on). 
Ships and aircraft carry sophisticated beacons that can find the 
most silent sub. And these vessels, planes, and choppers are also 
armed with the means of destroying whatever their sonar finds. 

Hint: Because of the limitations of passive sonar, it's possible a sub 
could track RO without your realizing it. How do you check for 
silent tails? The "Crazy Ivan" is the best method. The Crazy Ivan 
is a 360° turn which lets your passive sonar pick up on practically 
anything within sonar range. 


Under Attack 

Typical Anti-Submarine Warfare (ASW) engagements have several 
stages. 

First, the hunter seeks his quarry. It's likely that the search will be 
confined to passive sensors, aided by satellite or seabed sensors. 
Once contact is made, your sub's classification is determined. The 
acoustic signature of the target (e.g., sub type, defense systems, 
etc.) is compared with those in the hunter's data banks. The hunter 
then moves into an attack position (within about six miles — roughly 
half a torpedo's range). 

If the attack is a success, you're sunk. If not, you can run for it, 
play "possum," or return fire. 


Usual Attack Weapons 

One of the oldest anti-sub weapons is the torpedo. Aircraft, surface 
ships, and other subs carry these. The RO (or any other nuclear 
sub) can outrun torpedos if there's enough time to react. Some 
torpedos don't give much warning, however. These torpedoes are 
delivered to the target via rocket-launchers. After parachuting into 
the sea, these "fish" quickly home in on their targets. 

You can use electronic decoys to fool torpedos. These simulate prop 
and general sub noise and are towed about 400 yds behind. Hopefully, 
the torpedo will hit the decoy instead of you. 

A riskier proposition is to head for the torpedo! This only works if 
you're within 1000 meters of the launching vessel. A fish doesnt 
have time to arm itself within that distance. Thus, if you ram it, it 
wont explode. 
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Another traditional anti-submarine weapon is the depth-charge. 
They're very accurate! If you find yourself under depth charge 
attack, take evasive action immediately (leave!). 

Ship-launched missiles are another threat, though they're not as 
accurate as torpedos and depth charges (unless, of course, you're on 
the surface; in which case, you're a sitting duck). The best defense 
against a missile attack is to dive deeper. 

There is also danger from mines. The hydrophonics officer keeps 
you posted of mine fields. 

The threat from the air can be the most dangerous since aircraft 
are hard for subs to detect or defend against. Jets, helicopters, and 
prop planes carry plenty of search and destroy equipment. 


On The Offensive 

RO's defenses are limited to four torpedo tubes. Her torpedo range 
is 10-12 nautical miles, though chances of a hit are best at about six 
miles. While acoustic torpedoes can be targeted via sonar bearings 
from the Fire Control Computer, you can also carry out traditional 
periscope-view assaults. If torpedoes are set for manual override, 
you'll have to guesstimate the target vessel's course in relation to 
the trajectory of the torpedo. 

Hint: try a "noisy sprint" at the target, followed by a silent drift. 
This may sneak the RO into a good strike position. 

Note: If you attack a US ship, naturally, they'll sink you! If you fire 
on the Soviets or they fire on you while you're in range of US 
vessels, the US may join the Reds in a seek-and-destroy mission 
against you, thinking you're a renegade ship with the potential for 
instigating a nuclear war. 


End of the Game 

Whether the Red October is destroyed or you succeed in your 
mission, you'll get a news report on your computer screen that lets 
you know exactly what happened. 

This is a copy of only one page of the report; so, if you see a 
(continued page 3) note at the bottom of the page, don't be 
concerned with it. 
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IT'S A MIRACLE! 

THE MIRACLE PIANO 
TEACHING SYSTEM™ 

This major technological 
breakthrough makes piano 
lessons fun! Through a unique 
interactive system, The Miracle'''' 
creates a custom approach 
to learning the keyboard that is 
completely personalized. 

Hundreds of lessons teach you 
all styles of music: classical, rock 
jazz, contemporary and country. 

By the end of the first lesson 
you’ll be playing along with the 
built-in Miracle Orchestra. 




1 ~ * 


Exciting, arcade-quality video games... learn 
while you play! 

Using Artificial Intelligence 
Technology, The Miracle 
monitors each lesson and builds 
a series of personalized exercises 
just for you. And by borrowing 
the fun of video games, it makes 
kids (even grown-up kids) want 
to learn. It’s designed to work 
with your Nintendo Enter¬ 
tainment System, Super 


fp^ industry’s 
most sophisti¬ 
cated MIDI consoles, 
with over 128 digital instrument 
sounds and effects, 49 full-sized 
velocity-sensitive keys, foot pedal, 
4" speakers, and stereo earphones. 


THE MIRACLE PIANO TEACHING SYSTEM 

NES 

802056 

$379.95 

SN 

ES 

802046 

$479.95 


802105 

$479.95 

A 

802210 

$479.95 

JVL 

802228 

$499.95 

GEN 

802196 

$479.95 



sV 


SONG COLLECTIONS 
VOLUMES I AND II 

Expand your 
repertoire! The 
Miracle Song 
Collection: 

Volume I adds 40 
popular titles to 
The Miracle. Volume 
II adds 40 more 
titles. Each song includes two 
levels of playing difficulty and is 
fully arranged with complete 
accompaniments for a truly 
impressive sound. 





• 


Nintendo Entertainment 

THE 

MIRACLE SONG COLLECTION VOLUME 1 

System, Sega Genesis System, 

H 

802111 

$49.95 

IBM PC Compatible, Macintosh, 

n 

802211 

$49.95 

or Commodore Amiga It doesn’t 

m 

802226 

$49.95 


matter whether you’re six or 
96 —TheMiracle brings the joy of 
music to everyone. 

As a stand-alone instrument, 
The Miracle rivals the music 


THE MIRACLE SONG COLLECTION VOLUME 

A 

El 


802112 

802212 

802227 


$49.95 

$49.95 

$49.95 


ORDER TOLL FREE 1 *800*234*3088 



MARBLE MADNESS™ 

The ultimate 
test of 
nerves and 
reflexes, for 
one or two 
players. Roll 
through 3-D 
raceways, 
dodging sneaky Steelies, 
hounding Hammers, and 
merciless Marble Munchers! 


B ible madness 

111004 



BATTLESHIP™ 

Do you have 
what it takes 
to command 
your own 
fleet of 
ships? Plan a 
cunning 
attack as you strategically hide 
your vessels. Every game is 
different from the last! 




SPEEDBALL™ 2 

You’re team manager in this 
game of the future, a brutal 
blend of hockey, football, and 
soccer. Pick players, tailor their 
attributes, outfit them, then take 
them to the World Champion¬ 
ship for the ultimate test. 

I SPEEDBAll 2 I 

FH 111029 $29.95 


XENON™ 2 

Navigate a 
custom-built 
star fighter 
through 
ever- 



mcreasing 
danger. 

Take it to the limit with 
this state-of-the art vertical 
scrolling shooter for Game Boy. 


mmm 


m 111030 


S29.95 



MINER §• 

2049ER® Oi 

Help 0Q| 

Bounty Bob 
find his 
way 

through a 
contaminated uranium mine. 
You’ll need all your wits as you 
face moving platforms, 
transporters, slides, suction 
tubes—even mutants. Two- 
player mode too! 


PAPERBOY™ 2 

More enemies, more obstacles, 
more houses, new challenges, 
and twice 
the fun! 

You’ll need 
cunning 
and dexter¬ 
ity on this 
brand new, 
free-wheeling ride up and 
down the avenues of suburbia! 



PAPERBOY 2 

NES 

111009 

$49.95 

SN 

ES 

111010 

$49.95 

m 

| 111012 

$34.95 
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VIDEO GAME 






THE 

CHESSMASTER® 

No matter what your level of play, here’s 
the perfect chess opponent... patient, 

crafty, and willing to 
teach you some new 
techniques. Sixteen 
levels of play, from 
Newcomer to Grand 

____ Master. Also 

features 3-D board 
designs and 
dazzling animation. 


THE CHESSMASTER 


is moil 







TERMINATOR™ 

From the blockbuster 
movie! It’s non-stop 
action, straight off the 
screen. You are Reese. 

Sargeant Tech. 

Comm. BN 38416. 

Your mission: travel 
back in time to 
protect Sarah Conner, 
mother of John 
Conner, the future 
resistance leader. 

‘He’ is the 
Terminator. 

Cyberdine Systems 
model 101, part man, part machine, fully 




armored. His 
mission: never 
reason, never 
bargain, never feel. 
Never stop until 
Sarah Connor is 
dead! Scrolling 
action, battle and 
driving sequences 
put you in the 
middle of the fight 
for the fate of humanity. 


I TERMINATOR 

NES 

110680 $49.95 

SN 

E S 

110660 $64.95 


CAL RIPKEN JR. BASEBALL™ 






The most 
realistic pro 
baseball 
simulation 
available— 
unequaled 
animation, 
accurate strategy-logic and players that 
respond to real game situations. All new 
features include a 
choice of domed or 
outdoor fields with 
natural grass or 
artificial surfaces. 

Cutaway camera 
angles give you 
realistic close-ups of 
the game action. 

You can even 
substitute Cal 
Ripken Jr. as a 
pinch-hitter for your 
team or your 
opponent’s, or 
create an “all-Cal” 
team to challenge the toughest of ’em for 
the ever-elusive pennant. 


r CAL RIPKEN JR. BASEBALL 

SN 

ES 

111136 $64.95 

GEN 

111137 

$59.95 


ORDER TOLL FREE 1» 800•234*3088 




VIVID INTERACTIVE 3-D SPACE 


SIMULATION! 


Put yourself in the middle of 
unmatched 3-D space battle, 
fighting against the forces of the 
Kilrathi Empire. An advanced 
Artificial Intelligence system tests your 
reflexes and strategic skills. Move up in 
the ranks, piloting four unique Terran star 
fighters in increasingly vital missions against a deadly array of Kilrathi 
ships. Trust only your skill, your experience, and your wingman. 
Humanity’s future is in your hands. 


WING COMMANDER 

| 

SN 

ES 

110503 

$69.95 
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OUTLANDER™ 

Only you can save 
post-apocalypse 
civilization from 
a band of ruthless 
madmen. You’re a 
mercenary soldier, 
hired to rescue a 
kidnapped scientist 
in the harsh desert 
Outlands, using 
only your car, your 
weapons arsenal, and whatever ammo and 
supplies you can find along the way. 
Features include a dynamic 3-D universe, 
first-person behind-the-wheel perspec¬ 
tive, combat driving and hand-to-hand 
battle sequences. Keep your engine 
revved—you have to get them before they 
get you! 


EMml 



GODS™ 

In a city lost in the passage of time waits 
the ultimate prize, immortality. The gods 

surrounded this city 
with relentless tests 
of ever-increasing 
difficulty and 
ruthless guardians 
who will stop at 
nothing to keep you from becoming one 
of them! You must 
solve puzzles, 
discover clues, find 
hidden rooms, and 
avoid traps, while 
exploring every 
level of multiple worlds. Secure the secret 
of immortality and return to Mount 
Olympus to take your place among the 
ranks of the Gods! 




ROUNDBALL: 

2 ON 2 
CHALLENGE™ 

To make it to show¬ 
time, you gotta jam 
in the half-court 
game. Here’s your 
chance. Compete 
against the best to 
see if you’ve got 
what it takes. This is state-of-the-art, 
slammin’ gameplay. 



FLIGHT OF THE INTRUDER™ 

Relive the thrill of the 
movie Flight of the 
Intruder... Fight for 
your life, flying either 
an A-6 Intruder 
bomber or an F-4 
Phantom fighter in 
twelve different 
missions, including 
intense night sequences and over 50 
combat rounds. Feel the heat as your 
weapons detonate with incredible realism. 



ROUNDBALL: 2 ON 2 CHALLENGE 


FLIGHT OF THE INTRUDER 

NES 

110664 

$49.95 


NES 

110501 

$42.95 


ORDER TOLL FREE 1 • 800*234*3088 




CONTRAPTION 
ZACK™ 

A madcap 
strategy game 
in a bizarre 
universe of 
overblown 
machines. 

Find lost 
tools to 
make repairs, 
solve puzzles along the way, and 
singlehandedly get Gadgetco 
Inc. up and 


running— 
with 


surprising 

results! 


IBM 

(3.5") 111182 

$39.95 

IBM 

(5.25”) 111181 

$39.95 

□ 

111183 

$39.95 


THE FOUR CRYSTALS 
OF TRAZERE™ 

Enter a land of enchantment 
gone bad in this fantasy role- 
playing game. The good citizens 
of Trazere have been mysteri¬ 
ously mutated into monsters. 
Your band of four must discover 
the cause and reverse the 
horrible transmogrification. 


IBM 

(3.5") 110865 

$49.95 

IBM 

(5.25") 110868 

$49.95 

□ 

111033 

$49.95 





GAME PAK I 

Buckle up for the 
excitement of 
Chuck Yeager s 
Advanced Flight 
Trainer, Airplane 


Factory, The Hunt for Red October, 
'The Chess master 2000, and Life & 
Death. A $205 value. 


IBM 

IBM 


(3.5") 1 10874 
(5.25") 110875 



BATTLETOADS 

Your 

Battletoad 
buddy, 

Pimple, and 
the Princess 
Angelica are 
kidnapped 
by the Dark 
Queen and 
her renegade baddies. Get ready 
for jet bikes, snakes to ride, 
rotating towers, and more. Simul¬ 
taneous two-player mode too! A 
hot, award-winning NES game, 
now even better on your PC. 


IBM (3.5") 1 10658 
IBM (5.25") 111180 
fil 110659 

D/GENERATION™ 

Action adventure meets virtual 
reality! Race 
against 
time to 
search for 
clues and 
solve the 
puzzles of 
the strange 
doings at the 
Genoq Corp. headquarters and a 
security system run amok. 
Incredible graphics! 



IBM 

(3.5") 110872 

$49.95 

IBM 

(5.25") 110873 

$49.95 
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ADVENTURES ABOUND... 

EXCITING CD-ROM PRODUCTS FROM LUCASARTS! 





LOOM™ 

Explore a 
seamless 
world of 
magic, arcane 
wisdom, exotic 
cities, even 
dragons, as you 
journey to 
unravel the 
mystery that 
threatens the world. 

Vivid cinematic 
landscapes and 
compelling CD 
Audio sound 
track—featuring 
full voice dialogue 
and orchestral 
musical performan¬ 
ces—all in a rich fabric of adventure. 





SECRET 
WEAPONS 
OF THE 
LUFTWAFFE® 

Some of Hitler’s 
deadliest weapons 
never saw action. 

But what if they 
had? Find out as you relive the 
air combat over Germany from 1943 to 
1945. Experience the exhilarating terror of 
piloting the twin jet 
ME 262, the 
incredible ME 163 
Komet rocket 
fighter, and the 
astounding Gotha 


229. And with the four Tour of Duty 
extensions (included), you’ll get hours 
more challenge and excitement with four 
more aircraft! 





THE SECRET OF 
MONKEY 
ISLAND™ 

The pirate denizens 
of infamous Melee 
Island welcome you 
as one of their 
own—but first, 
you’ll have to 
successfully 
complete three tiny trials: You must 
sedate some piranha 
poodles, burglarize the 
governor’s mansion, and 
make your peace with the 
300-pound voodoo 
priestess. It’s a wild 
adventure you’ll have to 
experience to believe—all 
to the captivating tunes of 
calypso and reggae in CD Audio 
I sound. 
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' State Zip 

(US$, US or Canadian Bank) □ Visa □ Mastercard 


Expiration Date / 



Disk Size 

Price 


































Subtotal 

add applicable sales tax 

^ Shipping & Handling 

TOTAL 






HOW TO PLACE 
AN ORDER 

PHONE 

To order by phone with VISA/MG, call 
1-800-234-3088 anytime. Outside North 
America, call 1-415-883-3000 Monday- 
Friday from 8 am to 5 pm Pacific time. 

FAX 

For faster service, FAX your order form or 
P.O. to us at 415-883-0293. VISA/MC 
orders only, please. 

MAIL 

To order by mail, send check, money order 
(US$, US or Canadian bank) or VISA/MC 
information and this order form to: The 
Software Toolworks, 60 Leveroni Court, 
Novato, CA 94949, Attn: Customer Service. 

TECHNICAL SUPPORT 

Technical support is available from 6 am to 
5 pm Pacific time, Monday-Friday at 

1-415-883-5157. 































































THE SOFTWARE TOOLWORKS ORDER FORM 


SHIP TO 


ORDERED BY 


Name 

Name 

Address 

Address 

City 

City "T 

State Zip 

State/Province 

□ Check or Money Order (US$, 

US or Canadian Bank) □ Visa □ Mastercard 

Postal Code 

Account* 

Expiration Date / 

Daytime Phone ( ) 

Signature 

TEMS ORDERED 

Qty. Item Number Item 

Disk Size Price 



T HE SOFTWARE TOOLWORK S 

Allow 1-3 weeks for delivery 


SHIPPING & HANDLING CHARGES 

$5 for one item* 

2nd Day $7.50 for 1 item* 

Overnight Express $25 for 1 item* 

The Miracle—UPS Ground $10 each 

*Add $1 for each additional item 


1 


Subtotal 


CA residents add applicable sales tax 
Shipping & Handling 
TOTAL 


HOW TO PLACE 
AN ORDER 

PHONE 


To order by phone with VISA/MG, call 
1-800-234-3088 anytime. Outside North 
America, call 1-415-883-3000 Monday- 
Friday from 8 am to 5 pm Pacific time. 


FAX 


For faster service, FAX your order form or 
P.O. to us at 415-883-0293 VISA/MC 
orders only, please. 


MAIL 


To order by mail, send check, money order 
(US$, US or Canadian bank) or VISA/MC 
information and this order form to: The 
Software Toolworks, 60 Leveroni Court, 
Novato, CA 94949, Attn: Customer Service. 

TECHNICAL SUPPORT 

Technical support is available from 6 am to 
5 pm Pacific time, Monday-Friday at 

1-415-883-5157. 
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CA residents 


SHIPPING & HANDLING CHARGES 


$5 for one item* 

2nd Day $7.50 for 1 item* 

Overnight Express $25 for 1 item* 

J 1 HE SOFTWARE T001M0RK $ The Miracle—UPS Ground $10 each 

*Add $1 for each additional item 

Allow 1-3 weeks for delivery _■ 




THE . . | HliB H 

CHESSMASTER® 

3000 

With a turbocharged H 

chess engine and H 

enhanced graphics, B 
The Chess master 3000 is 

a resourceful teacher 

and a relentless foe... 
and so much more. Because multimedia 
technology now provides a number of 
exciting new features. The Chessmaster 3000 
Multimedia allows you to listen to classic 
games narrated by The Chessmaster, learn 
the rules of chess through audio-animated 
tutorials, and voice-annotate games using 
your own microphone. Or you can receive 
expert advice from The Chessmaster on 


ftflgSMAlElR 


: World 


The Finest 1 


your own games, or 
on any one of a 
library of 1,700 
historical games 
played by Anatoly 
Karpov and 
Kasparov. You 
can even enjoy 
over four hours 
of spoken 
commentary by 
Karpov, one of the 
world’s greatest 
masters. Hours more fun for the novice as 
well as the expert! 


IBM 

(3.5") 110887 

$49.95 

IBM 

(5.25") 110888 

$49.95 

W 

110889 

$59.95 

M 

PC 

110916 

$99.95 

























































































LIFE & ^ DEATH 

mysteries of the human brain! Your hectic 
day begins with x-rays, CAT scans, Ultra¬ 
sound and MRIs, with stunning color 
graphics and digitized sound. Only you 
can decide —does your patient need The 
Knife? Warning: operate in Nightmare 
Mode and things could get completely out 
of hand! 


i which hemisphere, which 
I continent, which country, which city? 

Decipher the clues you’ll 
A g et fro m the clever locals 

/ A ,„—|. and follow the trail. 

J Famous places come 
Vj alive as you solve 
r /A i / puzzles and explore— 
over 100 landmarks and 
25 cities worldwide! Just 
watch out for the 
Koopas’ treacherous 
traps. Bowser wants 
the Mario band for 
his personal prize. 

Discover the 
world with brilliant 
animation and 
breathtaking 
graphics. Mario 
brings you new 
adventure and 
challenge, and—as 
always—wild fun. 


MARIO IS 
MISSING! 

The dastardly Bowser 
and his nasty Koopas 
the whole 


Definitely not for the 
i faint of heart—or the 
B clumsy of wrist. In 
A Life & Death , you 
hold a human life 
in your hands as 
you cut into living flesh. 
m Your skill with the 
I scalpel while 

monitoring on-screen 
EKG, pulse, blood 
pressure and other 
vital signs will 
determine whether 
your patient goes to 
recovery.... or to the 
morgue. Watch 
where you make that 
incision! 


are turning 
world upside down, 
stealing treasures and 
making mayhem. Worst V r ^ 

of all, Bowser has 
kidnapped Mario, the 
famous Nintendo® character! Now only 
you can help Luigi rescue Mario and save 
the world. 

^ | Bowser and his 

% Koopas are so 

.._..... 11 


It's time for the cut... hut 
which of these things is the 
scalpel? 


CD GAME PACK II 

Ten of your favorite disk-based games, 
now on one CD! Includes The Chessmaster® 
2100, The Software Toolworks® Robot Tank , 
Beyond the Black Hole®, Life & Death®, Gin 
King/Cribbage King®, Checkers, Loopz ™, 
Puzzle Gallery ™, Bruce Lee Lives ™ , and 
Backgammon. 


M‘MM\ 


|1BM| (5.25") 111158 $59.95 


110512 


PAPERBOY™ 2 

It’s a free-wheeling ride 
through suburbia. You’ll 
have to move quickly to 
maneuver around 
tricycles, lawnmowers, 
and numerous other 
hazards to deliver to 
subscribers. New chal¬ 
lenges... twice the fun! 


CASINO PACK™ I 

Flere are all your Las Vegas favorites— 
Poker, Roulette, Blackjack and Keno. 
Hours of fun for everyone—novice to 
shark. And your life-savings are safe! 



IBM 

(3.5") 110559 $49.95 

IBM 

(5.25") 110560 $49.95 



IBM 

(3.5") 110881 $49.95 

IBM 

(5.25") 110882 $49.95 


IBM 

(3.5") 110879 

$34.95 

IBM 

(5.25") 110880 $34.95 

M 

110563 

$49.95 
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MAVIS BEACON 
TEACHES TYPING! 


THE WORLD'S PREMIER 
TYPING PROGRAM 


pfjj l 



MAVIS 
BEACON 
TEACHES 
TYPING!® 
VERSION 
2.0 

The perfect 
“ typing 
teacher: 
tireless, 
attentive, 
and best 
of all, fun. 
Over 1.5 million people have 
learned to type with Mavis 
Beacon. And now she’s better 
than ever! Version 2.0 features 
full-color, high-resolution 
graphics support, a 10-key 
teaching mode, and a frustration 
sensor to help pace new typists. 
And in the new Multimedia 
version, Mavis speaks directly to 
you, with audio voice-over 
throughout the program! 

You’ll start at the Chalk¬ 
board outlining your lesson; 
then it’s on to the Classroom to 



begin 
typing. 

(On¬ 
screen 
ghost 
hands 

mimic your actual movements 
so you don’t need to watch your 
hands.) Then it’s back to the 
Chalkboard for Mavis to critique 
your performance. Finally, in the 
Workshop, you work on your 
weaknesses with the help of a 
clock, metronome, and three 
typing speeds. Every lesson is 
made interesting with quotes 
from history’s greatest writings, 
rhymes and jokes, and 
fascinating facts from the 
Guinness Book of World Records. 
You get time out for recess and 
skill-building in the arcade with 
a classic driving game, plus two 
irresistible new games as well! 


I MAVIS BEACON TEACHES TYPING! V2.0 1 
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MAVIS 
BEACON 
1 TEACHES 
1 TYPING!® 

Join the 
hundreds of 
I thousands of 
happy typists who’ve 
learned from Mavis! And 
discover why this classic 
Artificial Intelligence Software 
System has won rave reviews 
from the critics: “... my first 
choice among typing programs” 
{MacWorld)\ “... that rare kind of 


ORDER TOLL FREE 1 •800*234*3088 



program 
that’s even 
better than 
the copy¬ 
writers say 
it is...” 

{Computer Shopper)\ “... one of 
the most visually exciting 
programs I’ve ever seen...” 
{PCM)\ “... the best dollar value 
around...” {PCMagazine). 


MAVIS BEACON TEACHES TYPING! 
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INFORMATION 


AROUND THE WORLD... AND AROUND THE USA! 




THE SOFTWARE 
TOOLWORKS® 
WORLD ATLAS 

Explore the world. It’s 
easy—and it’s fun! 
Gives you instant 
access to more than 
200 fully detailed maps in 
beautiful high- 
resolution graphics. 
Plus, a huge 
database of 
international 
information offers valuable facts on 
hundreds of topics such as: government, 
demographics, climate, environment, 
economic indicators and more! A single 


keystroke takes you anywhere you want to 
go, and an on-screen index keeps facts 
handy. And now, version 3 highlights 
changes in the former U.S.S.R. with 
current maps of the Republics. Listen to 
national anthems. View national flags. And 
customize maps, charts, and information 
using convenient new features. 
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THE SOFTWARE TOOLWORKS® 
U.S. ATLAS 

U.S. Atlas puts the 
country at your 
fingertips, with a vast 
array of detailed 
reference maps and 
reference materials 


containing 
everything you ever wanted to know 


about city, state, and U.S. geography, 
education, health, government, economy, 
crime, agriculture, travel and more! 

You can even hear state songs and 
view state flags. 


IBM 
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THE SOFTWARE TOOLWORKS® 
TRAVEL COMPANION 

The ultimate trip 
planner and electronic 
travel guide to the 
most popular cities in 
the U.S.! Whether 
you’re traveling for 
business or pleasure, 
Travel Companion 
puts an astonishing amount of trip 
information at your fingertips. 

Travel Companion is packed with infor¬ 
mation from the 
acclaimed 
Frommers ™ U.S.A. 
Travel Guide. So you 
can find the perfect 
New York restaurant for that high- 
powered business lunch. The right New 
Orleans hotel to match your travel budget. 
The most spectacular San Francisco sights. 

Leave bulky travel guides and area 
maps behind. Load just the cities you need 
onto your portable computer... with Travel 
Companion , you’ll have all the information 
you need, when you need it, for your 
smoothest, most enjoyable trip ever! 


THE SOFTWARE TOOLWORKS TRAVEL COMPANION 
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THE NEW GROLIER MULTIMEDIA 
ENCYCLOPEDIA™ 

For serious research or 
just curious explora¬ 
tion, this 21-volume 
encyclopedia sets a 
new standard in 
information tools. 

One single CD-ROM 
disc puts incredible 
volumes of 
knowledge at your 
fingertips with 3,000 
photographs and 
illustrations, over 
250 high-resolution 
color maps, and 7,000 new or updated 
articles. Pull-down menus and on-line 
help make it easy to delve into it all with 
awesome CD-ROM speed and power. 
Multiple window display lets you compare 
and correlate facts fast. 'This is the 
resource for the future! 


THE NEW GROLIER MULTIMEDIA ENCYCLOPEDIA 
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TOOLWORKS™ DESK 

REFERENCE 

A collection of the 
most frequently 
sought information at 
the New York Public 
Library™. Twenty- 
six subjects; 
everything from who 
won the Oscar for Best Actress in 
1933 (Katharine Hepburn) to how many 
calories are burned in an hour of typing 
(110), it’s the ultimate, instant reference 
for ideas, advice, details and discoveries. 
Thousands of entries will answer the tough¬ 
est questions in the least amount of time. 


TOOLWORKS DESK REFERENCE 
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SOUNDWORKS 

Get the most out of 
your personal 
computer with two 
powerful utilities! 
SoundWorks sets your 
work to music by 
turning your CD- 
ROM drive into a 
programmable audio 
CD player. 

Launch your 
applications with 
ease! SoundWorks launches your disk- 
based or CD-ROM applications quickly 
and easily from a graphical icon menu. 

SoundWorks does double duty so you 
can work while you play. 


SOUNDWORKS 

IBM 

(3.5") 111133 $49.95 

IBM 

(5.25") 111134 $49.95 


TOOLWORKS™ 
REFERENCE 
LIBRARY 

The world’s best 
reference library 
now on one CD! 
This dynamic 
program is the 
fastest multiple 
reference source 
and gives you 
access to: The New 
York Public Library™ 
Desk Reference, 
Webster's New World™ Thesaurus, Webster's 
New World™ Guide to Concise Writing, 
Webster's New World™ Dictionary Third 
College Edition, The Dictionary of 20th 
Century History, J.K. Lasser's™ Legal and 
Corporation Forms for the Smaller Business, 
Webster's New World Dictionary of Quotable 
Definitions , and the National Directory of 
Addresses and Telephone Numbers®. 


| TOOLWORKS REFERENCE LIBRARY 
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$99.95 
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THE SAN DIEGO ZOO 
PRESENTS MMlimr 

A MULTIMEDIA ADVENTURE IN THE ANIMAL KINGDOM 


THE ANIMALS! 

Breakthrough video-with-sound 
technology in The Animals! lets you see 
and hear over 200 exotic mammals, birds, 
and reptiles in over 
60 minutes of video 
clips. Using movies, 
sounds and stories, 
The Animals! also 
brings you the most 
complete and up- 
to-date information 
about our animal 
neighbors from 
experts at the 
world-renowned 
San Diego Zoo. If 
you love animals, 
you’ll love The 
Animals! 

Clicking on the 
habitat map takes 
you instantly to the 
animals that live in one of the earth’s 


major climate 
zones including 
tropical forests, 
deserts, savannas, 
or tundra. Climb 
aboard the 
multimedia tour 
bus for narrated 
tours. Hear 
fascinating and 
informative animal 
tales in the 
Storybook Theater. 

Visit the Animal 
Nursery. Learn about protecting endan¬ 
gered species. Take a behind-the-scenes 
look at the zoo’s history and mission. 

It’s fun and easy for children and 
adults to explore the vast resources of 
The Animals! 





































































The Software Toolworks 
60 Leveroni Court 
Novato, CA 94949 


PRODUCTIVITY 


WORD FOR 
WORD™ 

The industry standard. 
Automatically converts 
document files from 
one word processor to 
another. Like from MS 
Word to MultiMate. Or 
WordStar to Word¬ 
Perfect. Keeps all 
format features intact; 
the new document 
looks and behaves as 
though it were actually 
created by the target 
word processor. 
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RD FOR WORD 
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(3.5") 111117 $149.95 
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110642 $149.95 

110907 $79.95 




Copyright © 1992 The Software Toolworks, Inc. All rights reserved. 

IBM is a registered trademark of International Business Machines Corp. 
WINDOWS is a trademark of Microsoft Corp. AMIGA is a registered 
trademark of Commodore-Amiga, Inc. APPLE II, APPLE Has and 
MACINTOSH are registered trademarks of Apple Computer, Inc. 
COMMODORE, is a registered trademark of Commodore Electronics, 

Ltd. NINTENDO, GAME BOY, NINTENDO ENTERTAINMENT 
SYSTEM and SUPER NINTENDO ENTERTAINMENT SYSTEM 
are registered trademarks and NES is a trademark of Nintendo of 
America Inc. SEGA and GENESIS are trademarks of Sega Enterprises 
Ltd. THE SOFTWARE TOOLWORKS, THE CHESSMASTER, 

MA VIS BEACON TEACHES TYPING! and LIFE & DEA TH are 
registered trademarks and TOOL WORKS, THE MIRACLE, THE 
MIRACLE PIANO TEACHING SYSTEM, CONTRAPTION ZACK, 
BACKUP PRO, D/GENERA TION, THE FOUR CRYSTALS OF 
TRAZERE, and THE GAMES PEOPLE PLAY are trademarks of The 
Software Toolworks, Inc. DAYS OF THUNDER ™ and© 1990 
Paramount Pictures. All rights reserved. PAPERBOY and MARBLE 
MADNESS are trademarks of Atari Games Corp. Copyright © 1991 
Tengen. All rights reserved. THE NEW GROLIER ELECTRONIC 
ENCYCLOPEDIA is a trademark of GroUer Electronic Publishing, Inc. 
WING COMMANDER is a registered trademark of Origin Systems, Inc. 

© 1990-1992 Origin Systems, Inc. CAL RIPKEN JR. BASEBALL is a 
trademark of Cal Ripken Jr. SPEEDBALL 2 is a trademark of the 
Bitmap Brothers. © 1990, 1992 The Bitmap Brothers. XENON 2 is a 
trademark of the Bitmap Brothers. © 1989, 1992 The B itmap Brothers. \ 
MINER 2049ER and BOUNTY BOB are registered trademarks of Bill 
Hogue. Copyright ©1982, 19901992 Bril Hogue. GODS is a trademark 
of The Bitmap Brothers. Copyright © 1991, 1992 'The Bitmap Brothers. 
OUTLANDER, ROUNDBALL: 2 ON 2 CHALLENGE and WORLD 
LEAGUE. SOCCER are trademarks of Mindscape Inc. THE SAN 
DIEGO ZOO is a licensed trademark of the Zoological Society of San 
Diego. MARIO IS MISSING, MA RIO, I. (767 and BOWSER are 
\ trademarks of Nintendo. ™ and © 1992 Nintendo. THE NEW YORK 
PUBLIC LIBRARY is a trademark and the property of the New York 
Public Library, Astor, Lenox and Tilden Foundations. LOOM, 

BOBBIN, and LUCAS FILM GAM ES are trademarks of Lucas Art 
Entertainment Company. ™ and © 1992 Lucas Arts Entertainment 
Company. SECRET WEAPONS OF THE LUFTWAFFE is a 
registered trademark of LucasArts Entertainment Company. ® and © 
1991, 1992 LucasArts Entertainment Company. THE SECRET OF 
MONKE.Y ISLAND is a trademark of LucasArts Entertainment 
Company. ™ and © 1990, 1992 LucasArts Entertainment Company. 

BA TTLESHIP is a trademark of Milton Bradley Company, a Division 
of Hasbro Inc. © 199.2 Milton Bradley Company. TERM IN A TOR is a 
\ trademark of Cinema ’84. A Greenberg Brothers Partnership . ©1984 
Cinema ’84. BATTLETOADS is a trademark of Rare Ltd. ©1991 
Rare Ltd. Licensed to Tradewest, Inc. by Rare Coin-It, Inc. CASINO 
PACK is a trademark of Dean Zamzow. All rights for all previous 
programs are reserved. 



















The Ultimate 
Submarine Simulation 

based on the best-seller by Tom Clancy. 


The Americans want her. 
The Russians want her back. 
The most incredible chase 
in history is on... 
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Torpedo launch 
detected sir? 
Sonar contact 
identity November 
class, possible. 


Actual un-retouched screen photos. 
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FOR RED OCTOBER 


Silently, beneath the chill of Atlantic waters, 
Russia’s ultra-secret missile submarine, the 
Red October, is heading west. 


RED OCTOBER is the latest Soviet nuclear ballistic missile 
submarine. Armed with 26 SS-N-20 Seahawk missiles it is capa¬ 
ble of destroying 200 cities. It is also the first Soviet submarine 
equipped with the unique Caterpillar propulsion system making 
detection nearly impossible. 

In this simulation, you are Captain First Rank Marko Ramius, 
Commander of Red October. Your mission is to reach the United 
States of America—TO DEFECT! 

Your first challenge is to negotiate the Reykjanes Ridge, off the 
Icelandic coast, evading the Soviet Red Banner Fleet pursuing 
you. Once into the Atlantic you must successfully rendezvous 
with the US Navy and feign the destruction of Red October. Your 
crew is not aware of the defection but the Soviet Navy is. Its 
objective is to stop you—at any cost! 

Ahead are many dangers and challenges. To succeed requires all 
the skill and cunning of the greatest submariner in the Soviet 
Navy. You have full control on screen of sonar; the unique Cater¬ 
pillar drive system; attack and search periscopes; torpedoes and 
more... 


Discovery results in confrontation with the most powerful fleet 
in the world. When to attack? When to hide? When to run? The 
judgement is yours! 


NOW A MAJOR MOTION PICTURE FROM | 
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Licensed from GRAND SLAM ENTERTAINMENTS 
LIMITED (UK) (formerly Argus Press Software Limited). 
Copyright © 1984 by the United Naval Institute. Published 
under license by DATASOFT for North America. DATASOFT 
(818) 907-6789,19808 Nordhoff Place, Chatsworth, CA 91311. 
DATASOFT, a Registered Trademark of Intellicreations, Inc., 
a Software Toolworks Company. 
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